The mobile applications (apps) industry has exhibited rapid entry and growth in the midst of a recession. Since Schumpeter (1943) , entrepreneurs have been identified as a source of innovations, yet there is a lack of empirical research on the processes employed by entrepreneurs to produce innovations. 1 We study innovations in the iPhone application ecosystem, examining how the development of "killer apps" (whether a software application appears in the top grossing rank on iTunes) varies by market and app characteristics. We find that later apps by a developer are more likely to be killer apps if they are games, but there is no significant 1 Prior research has focused on other outcomes like resource acquisition (Hallen, 2008; Katila et al., 2008; Sorenson & Stuart, 2001 ), going public (Gulati & Higgins, 2003; Stuart & Sorenson, 2003) , or commercialization (Gans et al., 2001; Hsu, 2006 We utilize the number of user comments (Number of Comments) and the average ratings (Score) based off those reviews as controls for innovation quality. Apple iTunes does not provide a precise measure of the number of downloads; however, in order to submit a review, a user must have downloaded the app, so the reviews can be considered a lower bound on quantity demanded. We use the ratings based on these as a measure of preferences for the app as a measure of quality -customers can give from 1 to 5 "stars" when they rate the apps.
We model the probability that an app enters We estimate separate probit models of being a Killer App for game and non-game apps on the set of regressors summarized in Table 1 and cohort and category fixed effects. The errors are robust and clustered on cohort. [ Insert Table 2 
III. Results

IV. Discussion
What may be the drivers of the opposing innovation process results we observe in game In general, the inclusion of apps that are utilized as tools rather than entertainment in the non-game apps category means that this category will encompass the apps for which the consumer only wants the best of each type.
Under homogeneous demand, consumer feedback will be informative for attaining the market optimum, since consumers have aligned preferences for the "best" product. Source: Author calculations. *** Significant at the 1 percent level.
** Significant at the 5 percent level.
* Significant at the 10 percent level. Source: Author calculations.
*** Significant at the 1 percent level.
** Significant at the 5 percent level. * Significant at the 10 percent level.
